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WebGL

@ebaL.

WebGL (Web-based Graphics Library) — KpoccnnatdopmeHHbit APl ans 3D-rpaduku B
6pay3epe, pa3paboTaH HeKommepyeckon opraHmnsaumnen Khronos Group

Tnn API

ABTOp Mozilla Foundation
Pa3spaboTtumk Khronos Group
OnepaunoHHaa cuctema Cross-platform
[MepBbIn BbINYCK 3 mapTa 2011
MocneaHana sepcun 2.0 (30 aBrycrta 2018)
JlnueH3sunsa Various

Cant khronos.org/webgl/

CoBpemeHHas Bepcua 2.0 (HecoBmecTuma ¢ Bepcment 1.0) goctynHa c BecHbl 2017 roga (January 17, 2017 :-)
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WebGPU W

WebGPU

WebGPU — 310 0anH 13 coBpemeHHbIx AP, npeaHa3Ha4YyeHHbIX A4nA paboTbl C KOMNbIOTEPHOM rpadUKON.

WebGPU — 310 API JavaScript , C++, Rust n C, KoTopbi1 Nno3BOAAET NEPEHOCMMO U 3IPPEKTUBHO
ncnonb3osaTtb rpadpuyecknn npoueccop (GPU) yctponctea . 3To AOCTUTAETCA C NOMOLLLbIO 63a30BbIX
cuctemHbix APl Vulkan , Metal nnu Direct3D 12.

B JavaScript WebGPU mokeT bbITb NpeaocTaBsieH Beb-bpaysepom nam gpyrom cpeaon JavaScript, Takom
KaK node.js n Deno .

Google Chrome Bkitoumnn nepBoHavanbHyto nogaepxky WebGPU B anpene 2023 roga. Safari u Firefox
MOKa He BKJIDYU/IM CBOIO NMOAAEPKKY.
Takum obpasom, ctaHgapT W3C HaxoguTca Ha ctagum pabouero npoekKra.

WebGPU no3sonset ncnonb3osatb 3D-rpadpuky B HTML- xoncte . OH TaKkKe UMeeT HaaeKHyYo
noaaepXKKy Ana BblumcaeHnm obuwero HasHavyeHma Ha GPU .

WebGPU ncnonb3yet cobCcTBEHHDbIN SA3bIK WENAepoB , HasbiBaemblin WGSL.



WebGL

WebGL ncnonb3syet A3bIiK nporpammupoBaHms wenaepos GLSL

WebGL — 3710 KOHTeKcT anemeHTa canvas HTML, Kotopbint obecneunsaet APl 3D rpaduku bes
MCNONb30BaHMA NNArTMHOB

3a CYET UCNOIb30BAHMNA HU3KOYPOBHEBLIX CpeacTB noaaepKKn OpenGL yactb koga Ha WebGL moxeT
BbIMONHATLCA HENOCPEACTBEHHO HA BUAEOKapTax

WebGL ncnonnaetca kak anemeHT HTML5 1 nostomy aBAsieTca NOJHOLEHHOM YacTbio 0O beKTHOW moaenu
nokymeHta (DOM API) 6paysepa

MorKeT Mcnonb3oBaTbCA C N0ObIMK A3bIKaMKM MPOrPaMMMPOBAHMA, KOTOPble YyMetoT paboTtatb ¢ DOM API,
Hanpumep, JavaScript, Rust, Java, Kotlin u gpyrumm.

Bce Beaywimne paspabotumkm 6paysepoB Google (Chrome), Mozilla (Firefox), u Apple (Safari), asnatotca
yneHamu Khronos n peanunsytotr WebGL B cBoux 6pay3epax.



Desktop bpay3sepbl
Mozilla Firefox — WebGL 0bin BKMOYEH Ha Bcex nnatdopmax, y KOTOPbIX €CTb HYXXHasi rpadouyeckas
KapTa C aKkTyanbHbIMWU gpanBepamun, HadmHasa ¢ sepcum 4.0.
Google Chrome — WebGL BKMO4YEH Mo yMOMYaHUO BO BCEX BEPCUAX, HAYMHas ¢ 9.

Safari — akcnepumeHTaneHo nogaepxusaet WebGL, HaunHas ¢ Bepcum 5.1, nonHas nogaepxka
peann3oBaHa 1 BKNo4eHa rno ymonyaHuio B sepcumn 8.0.

Opera — WebGL peanusoaH B Bepcun Opera 12.0, HO OTKINIOYEH MO YMOSTYaHUIO.
Internet Explorer — HauunHas ¢ Internet Explorer 11 WebGL oduumansHO nogaepxunsaetca. [Jo
Bbixoga 11 Bepcumn HezaBUCUMbIMUK pa3paboTymkamm 6binin BeinyLeHbl nnarmiel Chrome Frame m

IEWebGL, npeaycmaTpusatowime onunu, Heobxoanmele ans nogaepxkn WebGL B Internet Explorer.

Microsoft Edge
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MobunbHble bpay3epbl

Maemo 5 — WebGL gocTtyneH Bo BCTpOeHHOM bpay3epe microB HaumnHas ¢ Bepcun npowmBkn PR1.2
(man 2011)

BlackBerry PlayBook — WebGL goctyneH nocpeactesom WebWorks u 6paysepa B PlayBook OS 2.0

Google Chrome — WebGL goctyneH anga Android-ycTponcTB B beTa-Bepcusax HaumHasa ¢ aHBaps 2013

Firefox for mobile — WebGL goctynen gna Android yctponcTs B beTa-Bepcusx ¢ Hadana 2011

Sony Ericsson Xperia — mMHorme yctponcTtea Ha 6a3se Android nmetot nogaepxky WebGL nocne
OOHOBIEHUSA NPOLUNBKN

Opera Mobile 12 final nogoepxnBaet WebGL (Tonbko Ha Android)

Safari ana iI0S — nogaepxka peannsoBsaHa B Bepcumn 8.0
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https://ru.wikipedia.org/wiki/Maemo
https://ru.wikipedia.org/w/index.php?title=MicroB_(%D0%B1%D1%80%D0%B0%D1%83%D0%B7%D0%B5%D1%80)&action=edit&redlink=1
https://ru.wikipedia.org/w/index.php?title=BlackBerry_PlayBook&action=edit&redlink=1
https://ru.wikipedia.org/wiki/Google_Chrome
https://ru.wikipedia.org/wiki/Android
https://ru.wikipedia.org/wiki/Firefox_for_mobile
https://ru.wikipedia.org/wiki/Android
https://ru.wikipedia.org/wiki/Xperia
https://ru.wikipedia.org/wiki/Android
https://ru.wikipedia.org/wiki/Opera_Mobile
https://ru.wikipedia.org/wiki/Safari
https://ru.wikipedia.org/wiki/IOS

[Noaoneprkka WebGL

Y10b6bI NONY4YNTL OOHOBAEHHbIN CMUCOK BebO-Opay3epos, KoTopbie nogaepkusatoT WebGL,

nepenauTe no cieaytoLlen
ccoiike (http://www.khronos.org/webgl/wiki/Getting a WebGL Implementation).

Ecnn Bbl XOoTHTE BLICTPO NPOBEPUTL, NOAAEPKMUBAET M Bala KoHuUrypauma WebGL, To nepengute
no atou ccbinike (http://get.webgl.org/).
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OcHoOBHble rpadpuyeckme onepaunm WebGL

* KOHCTPYMPYET PUrypbl U3 FEOMETPUYECKUX MPUMUTUBOB
* NO3ULMOHMNPYET OOBEKTbI B TPEXMEPHOM NPOCTPAHCTBE U BbIOMPaET TOUKY HabatoaeHus

* BbIYMC/NIAET UBETa 4/1 BCeX 0ObEKTOB
* MOryT 6bITb ONpeaesneHbl NPUNOKEHUEM
* MOJIyYEHbI U3 pacyeTa YC/I0BMI OCBELLEHHOCTH
* BbIYUC/AEHbI NPU MOMOLLM TEKCTYP, HA/IOXKEHHbIX HAa 0OBEKTDI
* UM N3 Ntbon KOMOUHaAUMKM 3TUX PaKTOPOB

* BbINOJIHAET pacTepmn3aumio (pacTpoByto pa3BepTKy)



Yero HeT B WebGL?

¢ dDYHKLI,l/IIZ A1 CO34aHNA OKOH
¢ 3aXBdTa NMNo/1b30BaTe/IbCKOIro BBOA4d

* BbICOKOYPOBHEBbIX GYHKLUUN AN ONUCAHNA MoAeNen TPEXMepPHbIX 0ObEKTOB



2025

|ava Script

CNWcoK
BEpDLUMH
PacnpepenseHne To4Yek
no NoToKamMm

BepwwHa BepwwHa

Wenpep eeplUnH Wenpep BepLlUnH
WVertex shader) : (Vertex shader)
Appo 1 \\ / Appo 2
Pactepusauyusa

KoopowHaTa hparMeHTa KoopowHaTa hparMmeHTa

LWengep IWennep
thparmeHTORB hparMeHTORB
(Fragment shader) : (Fragment shader)
Appo 3 Appo 4
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PacTepu3auma: NpoLecc BblMUCIEHUSA NUKCEeNen pacTpa,

nPUHaANeXaLlmx NPUMNTUBY

o o
91%

ight(y)

Bxoa:

2025

KoopaunHate P1,P2,P3,P4
(3kpaHHbIe)

Upeta eepwun Ci uam gpyrue
atpubyThl
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Tunbl Wenaepos

2025

BEPLUNHHBIN (Vertex)
doparmeHTHBIN (fragment)
reomeTpuyecknn (geometry)

2 TeccensiuMoHHbIX Wwenaepa (tesselation), oteBevarowme 3a 2 pasHbix 3Tana Teccensaumnm

OemaHeHKo A.M. HO®Y KomnbtoTepHaa rpapuka MAGnUS
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[Mepenaya AaHHbIX B/U3/MexKay Wenaepamm

ATpubyTbl (OaHHble, XapaKTepusyowme BepLUnHbl, bepyTtca n3 bydepa) — infout (varying)

Uniform-nepemeHHble (3Ha4YeHnd, NOCTOSAHHbIE 1A BCEX BEPLUMH HA NPOTSXKEHUMN OOHOIO
BbI30Ba OTPUCOBKN)

In/out — nepemMeHHble (4Na nepegadn Mexay wengepamm)
TeKkCTypbl (OaHHbIE U3 NUKCENen/TeKCenen)
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Cxema paboTbl

1. Monyyaem WebGL KOHTEKCT 13 canvas'a
2. 3arpyrkaem nporpammy Lienaepos
* CO34aemM Nporpammy Wwenaepos
* M0/ly4aemM UCXOAHbIN KoAa OTAENbHO ANA BEPLUMHHOIO M GparMmeHTHOro Wenaepos
*  KOMNOUAMPYEM KOAbl LULENAEPOB
* npucoeauHAeM K Nporpamme
* AKTUBMPYEM NMPOrpammy

3. YctaHaBiuBaem ase maTtpuubl: model-view n projection
4. Pasmelaem, 3anosiHAEM, akTUBMpyem bydepbl AaHHbIX BEPLUUH
5. Pucyem
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WebGL n OpenGL ES 2.0

WebGI| nmeet meTtoabl, Ha3BaHUA KOTOPbIX O4EHb MOXOXU Ha PyHKUMKM OpenGL ES.
Hanpumep, pyHKUMA

ana OpenGLES 2.0 ana WebGL
glclear(COLOR_BUFFER_BIT) gl.clear(gl.COLOR_BUFFER_BIT)

Ho He Bce dyHKUMM WebGL nmetoT TaKon e CUHTAKCUC, Kak U pyHKumm OpenGL ES 2.0.



[loarotToBka KoHTEKCTa WebGL

var gl; // rnobanbHas nepemeHHas ana KoHTekcta WebGL

function start() {
var canvas = document.getElementByld("glcanvas");

gl = initWebGL(canvas); // uHuumnanmsauma KoHTeKkcTa GL — camu nuwiem

// npogonxatb TonbKo ecnn WebGL goctyneH u paboTtaet



function initWebGL

function initWebGL(canvas) {
gl = null;

try{ // MNonbITaTbCs NONYYNTb CTAHAAPTHbIA KOHTEKCT.
// Echv He nony4ynTtca, nonpoboBaTb NOAYYUTb SKCNEPUMEHTA/IbHbIN.
gl = canvas.getContext("webgl2") | | canvas.getContext("webgl") | | canvas.getContext("experimental-
webgl");
}
catch(e) {}

// Ecnvi mbl HEe NONYy4YUNU KOHTEKCT GL, 3aBepwinTb paboTy

if (1gl) {
alert("Unable to initialize WebGL. Your browser may not support it.");
gl = null;

}

return gl;

}



PacwmpeHHbIN BapUaHT

var names = ["webgl2", "webgl", "experimental-webgl", "webkit-3d", "moz-webgl"];
gl = null;
for (var ii = 0; ii < names.length; ++ii) {
try {
gl = canvas.getContext(nameslJii]);

}
catch(e) {}
if (gl) {
break;
}
}



A MOMHO TaK HayaTb

main();

//
// Start here

//

function main() {
const canvas = document.querySelector('#glcanvas');

const gl = canvas.getContext('webgl2');
// If we don't have a GL context, give up now

if (!gl) {
alert('Unable to initialize WebGL. Your browser or machine may not support it));

return;



Echn WebGL goctyneH

if (gl) { // npogonxKaTb TonbKo ecnn WebGL goctyneH 1 paboTaet

// YcTaHaBninBaem pasmep BblOMopTa
gl.viewport(0, 0, gl.canvas.width, gl.canvas.height);

// yCTaHOBUTb B KayecTse LBeTa OYMCTKM bydepa uBeTa YepHbIA, NOJIHAA HEMPO3PaYHOCTb
gl.clearColor(0.0, 0.0, 0.0, 1.0);

// BKNtoYyaeT ucnonbsoBaHue bydepa rmybuHbl
gl.enable(gl.DEPTH_TEST);

// onpepnensaet paboty 6ydepa rnybuHbl: 6onee 6anKHME 06bEKTbI NepeKpbIBaOT Aa/ibHUE
gl.depthFunc(gl.LEQUAL);

// ounctutb bydep useta n bydep rnybuHbl
gl.clear(gl.COLOR_BUFFER_BIT|gl.DEPTH_BUFFER_BIT);

}
} // function start



I testhtml ®x  + o)

C 88 | ™  filey///EyT padmka/WebGL/Lecture%201/test.html E Q| @

. [O Bet [0 B2 OO Acnupanwtel [0 CemwHapel [0 XonoguneHwk [0 Asbikw nporpammn.. [0 duaeme [0 koddepeduun [0 Kode

® A na oBHOEREHWA pacIMpEHMiA TpebyHOTCA AONOAHMTEALHBIE paspeweria. [epefignTe B MeHexep PaclUMPEHUH ANA NOATEEP... Mepeim k pacluvpeHnAmM




BepwuHHbIM Wengep (js)

const vsSource ="'
attribute vec3 aVertexPosition;
attribute vec4 aVertexColor;
uniform mat4 mvMatrix;
uniform mat4 prMatrix;
out vec4 color;

void main(void) {
gl_Position = prMatrix * mvMatrix * vec4 ( aVertexPosition, 1.0 );
color = aVertexColor;



ICXO4HbIM KOA BEPLUMHHOIO Wenaepa - HoBana BePCUs

"use strict";

// \cxoaHbIN Kof, BepLUMHHOIO Wenaepa

const vsSource ="' #version 300 es

// KoopauHaTtbl BepwunHbl. ATPUBYT, MHMUMaNn3npyeTca Yepes bydep.
in vec2 vertexPosition;
void main() {

gl_Position = vec4(vertexPosition, 0.0, 1.0);

H



OparMeHTHbIV Wengep

const fsSource ="'
#ifdef GL_ES
precision highp float;
#endif
in vec4 color;

void main(void) {
gl _FragColor = color;

}



ICXOAHbIN KOo4 GParMeHTHOro Wwehaepa - HoBaa Bepcusa

// icxoaHbin Ko, dparMeHTHOro Wwenaepa

const fsSource = "#version 300 es

// WebGI| TpebyeT AsBHO yCTaHOBUTb TOYHOCTb P10ATOB, TaK YTO CTaBMM 32 6UTa
precision mediump float;

out vec4 color;

void main() {

color = vec4(0, 1, 0, 1);

P



BepwuHHbiM wengep (html)

<script id="shader-vs" type="x-shader/x-vertex">
attribute vec3 aVertexPosition;

uniform mat4 uMVMatrix;
uniform mat4 uPMatrix;

void main(void) {
gl_Position = uPMatrix * uMVMatrix * vec4(aVertexPosition, 1.0);

}

</script>



PparmeHTHbIN Wenaep

<script id="shader-fs" type="x-shader/x-fragment">
void main(void) {
gl _FragColor = vec4(1.0, 1.0, 1.0, 1.0);
}

</script>



MHMUManm3auma wenaepos

// BHYTPU main()

const shaderProgram = initShaderProgram(gl, vsSource, fsSource);



initShaderProgram

function initShaderProgram(gl, vsSource, fsSource) {
const vertexShader = loadShader(gl, gl. VERTEX_SHADER, vsSource);
const fragmentShader = loadShader(gl, gl. FRAGMENT_SHADER, fsSource);

// Create the shader program



3arpysKa wenaepos

function loadShader(gl, type, source) {
const shader = gl.createShader(type);

// Send the source to the shader object
gl.shaderSource(shader, source);

// Compile the shader program
gl.compileShader(shader);

// See if it compiled successfully
if ('gl.getShaderParameter(shader, gl. COMPILE_STATUS)) {

alert('An error occurred compiling the shaders: ' + gl.getShaderIinfoLog(shader));
gl.deleteShader(shader);
return null;

}

return shader;



Create the shader program

// Create the shader program
const shaderProgram = gl.createProgram();

gl.attachShader(shaderProgram, vertexShader);
gl.attachShader(shaderProgram, fragmentShader);

gl.linkProgram(shaderProgram);

// If creating the shader program failed, alert
if ('gl.getProgramParameter(shaderProgram, gl.LINK_STATUS)) {

alert('Unable to initialize the shader program: ' + gl.getPrograminfoLog(shaderProgram));
return null;

}

return shaderProgram;



Mcnonb3oBaHWe WenaepHoOM NPporpamMmmbl

gl.useProgram(shaderProgram);

vertexPositionAttribute = gl.getAttribLocation(shaderProgram, "aVertexPosition");
gl.enableVertexAttribArray(vertexPositionAttribute);



Co3gaHne 0bbeKkTa

BHavyane metop createBuffer() obbekra gl
co3aaetT bydep, B KOTOPOM Mbl Byaem XpaHUTb
BEPLUMHDbI.

function initBuffers() {
squareVerticesBuffer = gl.createBuffer();

3aTtem bydpep NpmnBA3bIBAETCA K KOHTEKCTY,
gl.bindBuffer(gl. ARRAY_BUFFER, squareVerticesBuffer); véep np . 4
BblI3oBOM MeToaa bindBuffer().
3atem co3aaem JavaScript maccuB, coaeprLalimm

var vertices = 9
[ KOOPAMHATbI ANA Ka*KA0W BepLUMHbI KBaaparTa.

1.0, 1.0, 0.0,
-1.0, 1.0, 0.0,

3aTem 3TOT maccmB NpeobpasyeTcs B MacCcuB
1.0, -1.0, 0.0,

BellecTBeHHbIx yncen WebGL n nepepaetca B
-1.0,-1.0,0.0
. meTopa, bufferData() ob6vekTa gl Ana HasHauyeHus

I BEPLINH OODbEKTY.

gl.bufferData(gl. ARRAY_BUFFER, new Float32Array(vertices), gl.STATIC_DRAW);
}



OTpPUCOBKA CLEeHbl be3 aHMMaL K

function drawScene() {
gl.clear(gl.COLOR_BUFFER_BIT | gl. DEPTH_BUFFER_BIT);

perspectiveMatrix = makePerspective(45, 640.0/480.0, 0.1, 100.0);

yron o63opa -- 45°
loadldentity(); COOTHOLEeHMe W K h -- 640/480 (pa3mepbl canvas)
mvTranslate([-0.0, 0.0, -6.0]); near -- 0.1

far -- 100 eanHUL, OT Kamepbl
gl.bindBuffer(gl. ARRAY BUFFER, squareVerticesBuffer);
gl.vertexAttribPointer(vertexPositionAttribute, 3, gl.FLOAT, false, 0, 0);

setMatrixUniforms();
gl.drawArrays(gl. TRIANGLE_STRIP, O, 4);
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gl.vertexAttribPointer(index, size, type, norm, stride, offset)

gl.vertexAttribPointer(vertexPositionAttribute, 3, gl.FLOAT, false, 0, 0);
index: HAEeKc aTpubyTa, KOTOPbIM Mbl cOnocTaBaaem ¢ bypepom BepLUNH

Size: YNCNO 3HAYEHUI ANA KaXKO0M BepLUMHbI, KOTOpble XpaHATcs B bydpepe. Hanpumep, y Hac Tpu
KOOPAMHAaTbl Ha BEPLUMHY, MO3TOMY M YMC/I0 NepesiaBaemMoe B Ka4yecTBe JaHHOro napameTpa byaert paBHo 3

type: TMn 3HauyeHu, KoTopbl XpaHATcA B bydepe. B KayecTBe 3HaYeHUA NapameTp MOXKET NPUHMUMATb
cnepyrowme KoHcTaHTbl: FIXED, BYTE, UNSIGNED _BYTE, FLOAT, SHORT n UNSIGNED _SHORT

norm: True, ecnv 6yayT HOPMaIM30BaHbl

stride: war mexay 3HavyeHnaMU. [pn ycTaHOBKe B KavecTBe 3HaYeHMs 0 anemeHTbl byayT nocneaoBaTelbHO
obpabaTbiBaTbCA

offset: cmeweHme - no3muuna B bydepe, c KOTOpon HaunHaeTca 0bpaboTKa



[ file:///E/T padwka/WebGL/Lecture%201/demo1.html

I[D lns obHoBREHMA pacluMperui TpebyOTCA AONOAHMTENBHEE paspewequs. [NepelignTe B MeHexep pacluMpeHn




g|DrawArrays(Tun, cMeLleHne, KoJIM4YecTBo);
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. /AN
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gl.drawArrays(gl. TRIANGLE_STRIP, O, 4);

gIDrawArrays(GL _TRIANGLES, 0, n*3);
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// TpeyronbHuK
// MpeBpaliaem B NJIOCKNIA MaccmB

const positions = [ [-1, -1], [+0, +1], [+1, -1], ].flat()
// KoopanHaTbl BepLMH

// LUBeTa BepLuunH
const colors = | [1, 0,0, 1], [0, 1,0, 1], [0,0,1, 1], ].flat()

const positionBuffer = makeF32ArrayBuffer(gl, positions);
const colorBuffer = makeF32ArrayBuffer(gl, colors);



function makeF32ArrayBuffer(gl, array) {

// Co3pnaém bydep
const buffer = gl.createBuffer();

gl.bindBuffer (gl. ARRAY_BUFFER, buffer);

// 3anonHaem byddep maccmsom dioatos
gl.bufferData ( gl. ARRAY BUFFER, new Float32Array(array), gl.STATIC_DRAW );

return buffer;

}



function drawScene(gl, programinfo, buffers) {
// YvcTtm sKpaH
gl.clearColor(0.0, 0.0, 0.0, 1.0);
gl.clearDepth(1.0);
gl.clear(gl.COLOR_BUFFER_BIT | gl.DEPTH_BUFFER_BIT);

// ** Nogxniouaem Gydep BeplumH **

// ** Nopkntouyaem bydep LgeToB **

// YcTaHaBnMBaem 1UCnosib3yemyto Nporpammy

//Pucyem
}






PasHoobpa3ne npeobpaszoBaHUM —
MMPOBasA, BUAOBAA N MPOEKLMOHHAA MAaTPULLbI

2025

object in
object
co-ordinates

q

modelling
transform

object in
world
co-ordinates

q

viewing
transform

object in
viewing
co-ordinates

q

projection

* MO EeNbHO-BUAOBAs Kak ogHa maTpuua (MMpoBasi X BUaoBas)

* KaK MnpoBad, Tak U BaoBad MoryT ObITb €ANHNYHBIMA
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2D screen
co-ordinates
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Moaenb B 00beKTHbIX KOOPAMHATaX

Mogaenb 3a1aeTca MHOXKECTBOM BEPLUMH,
KOOPAWHATbLI KOTOPbIX 3a4aHbl
OTHOCUTE/IbHO LEeHTPa 06beKTa, T. €.
BepLlnHa c KoopanHatamu (0, O, 0) bygeT
HaxoAUTbCA B LEeHTPe obbeKTa.
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[Tpeobpa3zoBaHMA K MMPOBLIM KOOPAMHATAM — MMPOBas MaTPULLA

[Model Matrix]

[ Word Cooranates )

Mbl nepewnm n3 NpPocTpaHcTBa 0bbeKTa (Bce BepLMHbI 3a4aHbl OTHOCUTENbHO LeHTPa 00beKTa) K
MWUPOBOMY MPOCTPAHCTBY (BCe BEPLUMHbI 334aHbl OTHOCUTE/IbHO LIEHTPa MMpPa)
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[lepexoa K cMcTeme KoOopAMHAT KaMepbl — BUOBas MaTpumLa

[Model Matrix]

|

[View Matrix ]

Mbl nepewnn mn3 MMpOBOI‘/Ji CUCTeMbl KOOPOAUHAT (Bce BepwHnHbl 3a4dHbl OTHOCUTEZIbHO LEHTPA MMpOBOl;'i
CI/ICTeMbI) K CUCTeme KOopanHaT KamMepbl (BCG BepwHnHbI 3a4dHbl OTHOCUTE/TIbHO KaMepr)
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[lepexos N3 NPOCTPaHCTBA Kamepbl B 0AHOPOAHOE NPOCTPAHCTBO

[Model Matrix]

[View Matrix ]

[Projection Matrix]

Mbi nepewnu n3 MpoctpaHcTea Kamepobl (Bce BepLUMHbI 3a4aHbl OTHOCUTENIbHO
Kamepbl) B O4HOPOAHOE NPOCTPAHCTBO (BCE BEPLUMHbI HAXOAATCA B
Hebonbwom Kybe. Bce, UTo HaxoauTCA BHYTPU Kyba - BbIBOAUTCA HA 3KPaH).
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[lepcneKkTrBHaA NpoeKuuA

BeplwuHa, KoTopaa nony4mTt KoopauHatbl X == 0 ny == 0 byaeT otobparkaTbca No LEHTPY 3KpaHa. OaHaKo,
npu oTtobparkeHnn 0H6BEKTA OFPOMHYIO POJIb UTPAET TaK¥Ke ANUCTaHUMA A0 Kamepbl (z). Ana ABYyX BEPLUMH, C
OAWHAKOBbIMU X M Y, BEPLUMHA MMetoLLan bobluee 3Ha4YeHMe No z byaeT otobparkatbea bamke, Yem gpyras.
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APDMHHbIE NPpeobpPa30BaAHMUA

Onpepenenne  AdtitHHoe npeobpasogadue fi R® — R" ecTe npeofpasosaque Buaa
flz)=M- -z + v,

me M — ofpatiman matpuua M e & B

BasoBble apPuHHbIE Npeobpa3oBaHUA

* [lOBOPOT BOKPYr Ha4yaa KOOPAUHAT Ha Yron @
e PacTtaxkeHue/CxaTtume

* OTpakeHune

* [lepeHocC



OAHOPOAHbIE KOOPAMHATLI TOYKMU

* OAHOPOAHbIMW KOOPAUMHATAMM TOYKM Ha3bIBaeTCA Nt0basa Tpoka OAHOBPEMEHHO HEe PaBHbIX
HyAnto uncen x1, x2, x3, cBA3aHHbIX C 334aHHbIMU YNCAAMU X U Y CeAYIOWMMU COOTHOLLEHNAMM:

e x1 /x3=x, x2 /x3=y.

NMpounssonbHaa maTtpuua apPdmnHHOro npeobpasosaHuna

7~
s
»
Aot
Ty
e
p—
|
7~
P
e
bans
p—
» R
T O
—_— 0 O
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2024

- *—+ A MaTpuna-pamerng {rotation )"

cos(g)  sin(w) O
[R]=|-sin(w) cosiwy 0|7
0 0 1

e+ B -MaTpuna pacTaxeHnd /cxaTHd (dilatation)

a0 0
[D]l={0 & 0|
o o 1
e C_-Matpuma otpaxerng {reflection).
1 0 0
[af]=|0 -1 0|9
o 0o 1
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[Tpeocbpa3oBaHMA HEKOMMYTATUBHbI

2024

90° rotation 90° rotation
about z-axis about x-axis

Ao 1
ol ok

90° rotation 90° rotation
about x-axis about z-axis
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[Tpumep 1

MoCTPOMTb MAaTPULY PACTAXKEHUA C KOIPDULIMEHTAMKN paCTAKEHUA BAONb OCK abcumcc v BAONb OCU
OpAMHAT U C LEeHTPOM B TouKe A(a, b).

a 0 0
UTtorosasa matpmua (X* a 1): (x y 1)>< 0 o) 0
(l-a)xa (@-9)xb 1)




PeweHwne

e 1-i1 war. MNepeHoc Ha BeKTop —A(-a, -b) AnA coBMeLWeHUA LLeHTPa
PACTAMKEHUA C HAYa/ZIOM KOOPAMHAT

[ 1 0 0]
T=lo 10
|—a b 1]

2-n war. PactaxeHne BOOSb KOOPAUHATHBIX OCEN C KO PUumeHTamm o
N 6 COOTBETCTBEHHO.

(0
[D]=|0 &
00

— O O

3-n war. [lepeHoc Ha BekTop A(a, b) anga Bo3BpalleHust LeHTpa
PaCTSKEHUSA B NMPEXHEE NONOXEHUE.

e [
[D]=|0 &
00

— O O



[Tpnumep?2

!
* [ocTponTb MmaTpuLy NOBOPOTa BOKPYr ToUuKM A(a, b) Ha yron ¢ ___;l:)_m__
{a
!
!
i il
cos(g) sin( @) 0
2 )=(x » 1) - sin( ) cos@) 0|
—axcos(@) +dxsin(@)+a —axsi@)-bxcos(@g)+d 1
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PeweHwne: 1-n war

[MepeHoc Ha BeKkTop A(-a,-b) Ans coBMeLWeHNA LLeHTPa NOBOPOTA C Ha4ya/IoOM KOOpAMHaT.

1 0 0]
m=f 0 10
-t =4 1_




PeweHwne: 2-n war

[ToBOpPOT Ha yron o.

| cos(p)

—sinfg) cos(g) [

I

sin(g) 0]

I 1




PeweHwne: 3-n war

[epeHoc Ha BekTop A(a,b) Ans Bo3BpalLleHNs LieHTpa NOBOpPOTa B NPEXHEee NonoxeHune

| — |
B
| M
Il
b O
Cr - O
— O O




MTorosaa maTpuLa

£z, Ir.]
[ cos(gy sin(g) O 1 0 0
[R¢]= —sinfgry  cos(gy O [E"H]= 0 1 0
0 01 a b o1

cos(@) il 47

— =i @) cos(g)

| —axcosig) +hxsil @ +a —axsi gy —bxoosip+ b

—




LRLO O -

RNO = O

ba3oBble adpdPMHHbIE NPeobpa30BaAHUA
(MpM YMHOXEHWKM cneBa Ha BEKTOP-CTPOKY)

0 0 1 0 0 0 a 0
0 0 0 1 00 0 S
1 0 0 0 10 0 0
Yy 1 0 0 0 1- 0 0

O OO

_ 0 O O



1
0
0

-0

0
cos 6
—sin 6

0

ba3oBble adpdPMHHbIE NPeobpa30BaAHUA
(MpM YMHOXEHWKM cneBa Ha BEKTOP-CTPOKY)

0 07
sin@ 0
cos6 O
0 1-
- cos 6
—sin 6
0
0

sin 6
cos 6
0

0

cosfd 0 —sind

0 1 0
sin@ 0 cosé6
0 0 0
0 O7
0 O
1 O
0 1-

0-
0
0
14




2024

ba3oBble adpdPMHHbIE NPeobpa30BaAHUA
(Mpn YyMHOXeHWW crpaBa Ha BEKTOp-CTo/10eLl)

translation identity rotation about x-axis
(1 0 0 ¢, ] (1 0 0 0 1 0 0 0]
0 1 0 1z 01 0O 0 cosb -—smmb O
0 0 1 f 0 01 0 0 smbB cos6 O
0 0 0 1] 0 0 0 1] 0 0 0 1

scale rotation about z-axis rotation about y-axis
m. 0 0 0 cos@ —-smb 0 O cos6 0 sinb O
0O m, 0 O sin@  cos6 0 0 0 10 0
0 0 m 0 0 0 1 0 ~sin® 0 cos® 0
0 0 0 1] 0 0 0 1] 0 0 0 1]
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3a4a4a

* [NoBepHYTb OOBEKT BOKPYr NPOU3BOILHOM NPAMOM L B NPOCTPAHCTBE Ha 3a4aHHbIN yros.
e ObbeKT 3a4aéTCA CNMCKOM BEPLLUNH U CTUCKOM pEbep.
* lNpaman 3agaértca Toukon A (a,b,c) , yepes3 KOTopyo OHa NPOXoAMUT, U eANHUYHbIM BeKTOpoMm (I,m,n).



Pe3synbTrpytoLlaa MmaTpuLa

(

12+cosq:{l-12) I(l—cos(p)m+n5hup I(1- cos@)n - msin ¢
I(1- cos@)m - nsin @ 1112+c05c;{1~m2) m(1 - cosg)n +1sin ¢
(1-cosg)n+msing m(l-cosq)n-Ising n2+cosq{l—n2}

\ 0, 0 0
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[1haH peleHnn

MepeHecTn npaAMyto L B LEHTp KoopAaMHaT Ha —A (-a,-b,-c)
CoBmecTnTb NpAMyto L ¢ 0o4HOMN U3 KOOPAMHATHbBIX OCEU

BbInONHUTE NOBOPOT 06bEKTA BOKPYr Npsamon L

W N e

BbinonHUTL Npeobpas3oBaHma 1 1 2 B 06paTHOM NocneaoBaTeIbHOCTH



PeweHune

1. MepeHecTn npAMyto L B LeHTp KoopauHat Ha —A (-a,-b,-c)

2. CoBmecTUTb NpAMYto L ¢ 04HOM 13 KOOPANHATHbBIX OCer, Hanpumep, Z
. [loBepHYTb NpAMYIO L BOKpyr Ox
. [NoBepHYTb NpAmyto L BOKpyr Oy

3. BbinoNIHNTL NOBOPOT 06bEKTA BOKPYT NpAMon L
4, BbINO/NIHUTL NOBOPOTHLI 2 B 06paTHOM NOCNea0BaTENbHOCTM Ha OOpPaTHbIE YI/bl

5. BbinonHuTb NnepeHoc Ha A (a, b, ¢)



[TepeHoc Ha —A (-a,-b,-c)

2024

(1 0 0 0]
0 1 0 0
0 0 1 0

-a -b -c 1]

DemaHeHko A.M. OOY KomnbtoTepHas rpadmnka MAGnUS

67



CoBmelleHne npsamon L c ocbto Z

e [loBepHyTb npamyto L Bokpyr Ox Ha yron
e [loBepHyTb Nnpamyto L Bokpyr Oy Ha yron 6
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[ToBopoOT npamon L Bokpyr Ox Ha yron Y

 PaccmoTtpum L' — npoeKkuuto Ha YZ — (0,m,n)

1 0 0 0]
n m
0 — — 0
d d
[Rx]= m n
0 -—— — 0
d d
0o 0 0 1]
n m
cosy =—, sSiny=-—,
d d
(hm, n, D[R] = (10,4,
2 2
d=Jm +n
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[ToBopoT npsamon L Bokpyr Oy Ha yron 6

(f, m, n, D[R] = (1,0, 4, 1)

cosB =/, sinB = -d.

/I 0 d 0

0O 1 0 0O

[R"']= -d 0 I 0
(0 0 0 1.

2024

n _ m
cosy=—, siny=—,
d d
2 2
d=Jm +n .
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2024

[ToBOPOT 06bEKTA BOKPYT Npamon L Ha yron ¢

- cose singe 0 O
-sing cose 0O O

[Rz] =
0 0 1 0
0 0 0 1
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ObpaTHble Npeobpa3oBaHUA

* [MoBopoT npsmow L Bokpyr Ox Ha yron -6
* [oBopoT npamowu L Bokpyr Oy Ha yron —

* MepeHoc Ha A(a, b, ¢)

LIV ON TS N RINRLE
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Pe3ynbTnpytollaa matpmua

(

12+cosq:{l-12) I(l—cos(p)m+n5hup I(1- cos@)n - msin ¢
I(1- cos@)m - nsin @ 1112+c05c;{1~m2) m(1 - cosg)n +1sin ¢
(1-cosg)n+msing m(l-cosq)n-Ising n2+cosq{l—n2}

\ 0, 0 0
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2024

PasHoobpa3ne npeobpa3oBaHUM —

MNPOBaA, BMOOBAA N NMPOEKUNOHHAA MaTPWLbl

object in
object
co-ordinates

q

modelling
transform

object in
world
co-ordinates

q

viewing
transform

object in
viewing
co-ordinates

q

projection

* MOAeNbHO-BMAOBaA Kak ogHa matpuua (MmmpoBasi X BugoBas)

* KaKk MUpoBas, TaKk U BUgoBas MoryT ObITb €ANHUYHbIMU
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object in
2D screen
co-ordinates
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